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Subscriptions to Japanese Go Magazines 
Igo Magazine Igo Club Magazine Kido Magazine 


6 months: $18 6 months: $18 6 months: $28.20 
1 year: 33 1 year: 33 1 year: 51.70 

А11 three magazines are monthlies. Prices quoted above are for pickup at 
Zen Oriental Bookstore, New York City. For mailing within the U.S. or Canada, add 
$.75 per copy. 


СО EQUIPMENT 


Standard Sets 


Standard size Go set (plastic fa Deluxe Equipment 
stones & folding board) д Traditional Go Tables - а thick бо 


Small size Go set : board made with rare Japanese hardwood 
Go stones (plastic, 6mm) ; on small (approx. 5") legs. 
Go Board (folding, 1.5 cm) Т 54" thick board 
Go Bowls (black plastic) Set of 2. . 4$" thick board 
Go Bowls (wood) JEN Ek hore 35" thick board 
Traditional Go stones - slate and 
For mail order of equipment add $2 for clam shell - 5.5 mm thick.... 
shipping and handling for each item Chestnut Go Bowls ) 
except for the Go tables and the wall Metal wall Go board - ideal for teaching 
set. For the latter, add $7 each. (used) - 3' x 3'. Magnetic stones come 
Prices for Go books in Japanese, Shogi in pouches ina black carrying 
or Mahjong sets, and other oriental objets 
d'art available on request. 
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Tokyo Sales Corp. 
(& Zen Oriental Book Store ) 


142 W. 57th St., New York, N. Y. 10019 (212) 582-4622 


GO 
An ancient board game which takes the simplest of elements: line and circle, 
black and white, stone and wood, combines them withasingle basic rule and 
generates subtleties which have enthralled players for 4000 years. Go's 
appeal does not rest on its oriental, metaphysical elegance; but on prac- 
tical and stimulating features in the design of the game. 


Go is easy to learn. The basic rule and its correlaries can be demonstrated 
quickly and grasped easily. The game is enjoyably played over a wide range 
of skills. Each level of play has its charms, rewards, and discoveries. 

A unique and reliable system of handicapping brings many more players "into 
range" for producing a close contest. Draws occur in less than 1% of all 
amateur games. Below the master level, a game of go retains а fluidity and 
dynamism far longer than comparable games; an early mistake may be made up, 
used to advantage, or reversed as the game progresses. There is no simple 
proceedure to follow to turn a clear lead into a victory - only continued 
good play. Go thinking seems to be more lateral than linear, less dependent 
on logical deduction, and more a matter of a "feel" for the stones, a "sense" 
of shape, a gestalt perception of the game. 


Beyond being merely a game, go can take on other meanings to its devotees: 
an analogy for life, an intense meditation, а mirror of one's personality, an 
exercise in abstract reasoning, a mental "workout", or,when played well, a 
beautiful art in which white and black dance in delicate balance across the board. 
But most important for all who play, Go, as a game, is challenging and fun. 


AMERICAN GO ASSOCIATION 
The AGA is the national organization of Go players in the U.S. It coordi- 
nates and encourages Go activities and cooperates with similar associations 
world wide. As standard services, the AGA: Publishes the American Go Journal 
which includes a Tournament schedule, club notices, and articles. Sanctions 
and promotes AGA rated tournaments.?0rganizes the N.American Honinbo and Kyu 
Championships. “Distributes an annual roster of chapters and members .°5е115 
Go books by mail (20% discount to AGA clubs). Maintains a U.S. numerical rating 
system. "Schedules tours of Go professionals. “Supports the creation and growth 
of AGA Chapter clubs. (Requirements for chapters on page 2.) Chapters receive 
free publicity of tournaments and club meeting time, place, contacts. They 
select contenders for the national titles; they are the link between the go 
players (present and potential) in this country and the AGA. AGA chapter 
clubs get organizational aids as available. *** AGA members receive the AGJ, 
are included in the member roster and rating readout, may play AGA rated matches, 
in AGA tournaments „ACA Postal Go, and join the growing ranks of those who support Go. 


AMERICAN GO JOURNAL 

The AGJ is the sole national publication of the AGA. It provides news, game 
commentary, instruction, and articles of general interest for Go players of 
all strengths. Published. six times a year, it is free with the $12 yearly 
membership in the AGA. A sample application is on page 2. Back issues: 6 $2;$70 
for volumes.The American Go Journal is protected by the copyright laws. Repro- 
duction inany form is forbidden without written permission of the American Go 
Association, P.0. Box 397, Old Chelsea Station, New York 10011. 


Managing Editor: Terry Benson General Editor: John C. Stephenson 
Guest Editors: 
Bruce Wilcox & Dave Relson 
of the Ann Arbor Go Club 
Assistant Editor: Don Wiener Advertising: Masao Takabe 
Translations: Tako Onishi & Bill Spight 
Distribution: Dave Relson Bills: Matthias Thim 


Photographic Consultant: Robert H. Rusher 
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TOURNAMENT AND EVENT CALENDAR 


14 January, Meeting of the Executive Committee of the AGA. 1 pm, The Colonial 
Room, Hotel Lexington in New York City, Lexington Avenue and 48th. 

Contact: Terry Benson, 926-6519 for further details. 

21 January, Membership meeting of the New York Go Club, 11 am, at the club. 
Annual election of officers will be held. Members with items for the agenda 
should notify a member of the current Executive Board. Members 
will receive further notice through the mail. 

28 January, FIRST ANNUAL LONG ISLAND OPEN Go Championships in Bethpage, LI 
Further details below. Contact: Milton N. Bradley. 

28 January, ANN ARBOR Go Club WINTER Tournament, Ann Arbor, Michigan. 

Further details below. Contact: Dave Relson 

28 January, NEW MEXICO Go Association WINTER Tournament, Albuquerque, N.M. 
Further details below. Contact: Bill Spight 

11 & 12 Fegruary. 19th ANNUAL NEW JERSEY OPEN CHAMPIONSHIP, Murray Hill, NJ 
Further details below. Contact: Bob Ryder 

March, New York Go Club Spring Tournament. Exact date and details to be 
announced Contact: Larry Brauner. 

22 April, NEW MEXICO Go Association SPRING Tournament, 9:30 am, Ranch Room, 
Fuller Lodge, Los Alamos, NM. Contact: Bill Spight. 

28 May, FIFTH ANNUAL MARYLAND OPEN, at Johns Hopkins University, Baltimore, 
Maryland. The largest Eastern Tournament. Further details to be announced. 
Contact: Jim Pickett. 

27 May, ANN ARBOR Go Club SPRING Tournament. Same provisions as the Ann Arbor 
Winter tournament detailed below. 

June, New York State Open, at the New York Go Club, 23A West 10th St. Further 
details to be announced. 

July, Gold Hill Open Go Tournament, Gold Hill Oregon. Contact: Ogden Kellogg, Jr. 
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GO DAY 1978 IS JANUARY 28TH 


By a pure coincidence there are three tournaments scheduled for Saturday 
January 28th. Go if you can, it can't be more than 1500 miles or so. 


ANN ARBOR GO CLUB WINTER TOURNAMENT 
28 January 
8 players per section, according to rank with cash prizes for 1st and 
2nd place in each section. Fee: $3 in advance and also at the door be- 
fore noon; $4 after. 
Time: Registration: 11:30. Play begins at noon. 
Place: Ann Arbor Go Club/ Room 2050 of the Frieze Bldg. on the campus of 
the U. of Michigan in Ann Arbor. (The corner of South State St. & E. Michigan). 
Rounds: 4 plus those necessary for tie-breaking in a MacMahon, double 
elimination format. 45 Min./player. 30 sec. byo-yomi. 
AGA membership required for 811 players 20 kyu or stronger/ 
Contact: Dave Relson/ 432 Fifth St./ Ann Arbor, Michigan 48103/ Tel #: 
(313) 995-3636. 
Please bring Sets and Clocks if possible. 


New Mexico Go Association Winter 
Tournament - January 28th 
Room 231-A, University of N. M., Student Union Bldg., Albuquerque, 
New Mexico. 9:30 am to 7:00 pm. T 
Contact: Bill Spight, President, Mew Mexico Go Ass'n, P.0.Box 630, 
Alcalde, N.M. 


FIRST ANNUAL LONG ISLAND OPEN GO 
TOURNAMENT 


The first tournament of its kind on "The Island", the L.I. Open will 
be held in a spacious and comfortable room in Plant 28 of the Grumman 
Corporation in Bethpage, L.I. starting with registration at 9:00am and 
play beginning at 9:30. COME ONE COME ALL! 


Dan and Kyu sections: $5 fee, AGA membership required. There will also be 
an informal Handicap tournament, fee: $2.50. Prizes to be determined. 

Titles at stake: L.I. Open (Dan) & Kyu Championships, L.I. (Dan) & Kyu 
Championships (Highest Scoring L.I. Resident). 

Contact: Milton N. Bradley, 22 Goldfield St., Melville, N. Y. 11746. 


19th ANNUAL NEW JERSEY OPEN 


The oldest AGA tournament will be held in its traditionally comfortable 
setting at the Bell Telephone Laboratories in Murray Hill, N. J. This 
is a two-day Swiss-MacMahon, double-knockout tournament of 6 rounds 
plus tie-breakers. Depending on the size and composition of the field 
there are prizes for the Open Champion, N.J. Resident, San-dan, and 
Kyu champions. REMEMBER TO SAVE THE DATES AND COME TO THE LARGEST OF 
THE EASTERN WINTER TOURNAMENTS! 

For more information contact Bob Ryder/21 Sunset Dr/Summit,N.J. 07901 
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A GO FILLED SEPTEMBER IN NEW YORK CITY 


September was go month in New York this year. Three special events kept 
go organizers and players busy from one end to the other. 


It began with the Eastern U.S. Championships. 


17 Dan level and 10 kyu level players vied 
for the titles of Eastern Honinbo and Kyu 
Champion in the pleasant surroundings of 
the Empire Room of the Hotel Lexington. 


In spite of the last minute notice to many 
distant players, there was a substantial 
turnout of those from far away. Predictably - 
Shin A. Kang of Baltimore, last year's a 
champion showed up as did a strong con- ~ 
tingent of New York players including 

Takao Matsuda, Harry Gonshor, Larry Brauner 
Katsumi Nishiyama, and two new comers to 
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the AGA tournament scene, Hee J. Lee, who Mr. Kang and Mr. Matsuda 
finished third in the tournament and J.0. go over the final game 
Hwang, who finished second in the prelim- for the audience. 


inary (losers) tournament behind Harry 

Gonshor. From Virginia came long time combatant Takahiko Ishikawa, and from 
Michigan and the aga hotbed in the midwest came Bruce Wilcox who upset Larry 
Brauner in the first round but met his match in the big three of the tournament, 
Lee, Matsuda, and Kang. Mr. Lee fought hard but finished 2% points short in 
his match with Mr. Matsuda. He gave Mr. Kang a hard fight but was forced to 
resign in the middle game. So the battle came down to the two familiar 
opponents. Mr. Matsuda had lost in the New 


gave Mr. Kang a hard fight but was forced to resign in the middle game. So the 
battle came down to the two familiar opponents. Mr. Matsuda had lost in the New 
York Club's qualifying tournament and so had to work his way out of the prelim- 
inary event under a single knock-out rule through a rugged four rounds on Sat- 
urday and then defeat Lee to come up against Mr. Kang. Mr. Kang had easily won 
the Baltimore Go Club championship and came as the club's representative. He 
seemed in top form and a tough fight was expected. 

The two contenders (a11 of the other con- 
testants having lost twice) agreed to play 
a single deciding game rather than best of 
three. (They were both undefeated.) With 
two hours per player and 1 min. byo-yomi, 
the match went into the late afternoon with 
а 15 minute recess. As reported below Mr. 
Kang was the victor. The two players went 
over the game for the assembled crowd - a 
particularly considerate act for Mr. Mat- © 
suda who must have felt the loss deeply. " 

The awards ceremony was honored by the 
attendance of Mr. Kamano of Japan Airlines 
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who presented the JAL Cup, a permanent tro- : Г 

phy presented to the AGA by JAL to commem- Players cluster around the final 
orate the winners of the national champion- game. Amoung them are, from the 
ship. Mr. Kamano expressed the hope of us left: standing: Tanaka, Hee J. 
a11 that in future years the American Champ- Lee; seated: Kwon, Matsuda, 0- 


ionmay be invited to visit Japan as a guest nishi, Osborn, Kang, Pinto and 
of JAL - as at present the British and 
European Champions are. 

Special thanks for the success of the P 
tournament should go to John Exter and the 1c 
New York Go Club who provided boards, 
stones, manpower, supplies, and moral 
support to the hard-pressed tournament 
director, Terry Benson. Without them it 
simply wouldn't have been possible. 


Next Issue - due in late January - we'll 
report on the visit of Kajiwara, 9-Dan, 
to New York City on his way back from an 
international tournament in Brazil. - 


Mr. Kang and Mr. Kamano of 
JAL with the FAL Cup 


1977 EASTERN HONINBO TOURNAMENT CHAMPIONSHIP_GAME 
Black: Takao Matsuda 
White: Shin A. Kang Komi: 55 
Comments by Kajiwara, 9-Dan 


W6: Must be a keima kakari at 7. 6 here 


leads to over-concentration with the ду x 
normal continuation B7, W8, B9, W11, B QOD 6 
extention on the right side, W91. W PPS? 


doesn't have to worry about outside in- 


fluence because of his hoshi‘stone in 


the lower right. The keima attack at 7 
would be better balanced. 
W10: Very understandable and permis- 


sible. W's moves so far are so-so. B has 


played well; I-don't know how he lost. 


B19: The atari ћеге is good because of 


its influence to the right. With а bal- 

ance of moves on the bottom and right, W 

has 30 points; B has 45 and should win. 
W22 & B23: 0.K. Game Record 1 (1-100) 


W32: In no way should W play here. The only move is one point to the left. 
W has solid backing in the strong shape of 10-18-20. 

B33: Must be a one-point jump into the center (at 187). This 33 is not 

urgent. Without it, B has good katachi (shape) in the corner and plenty 

of aji to work with. 33 is too small and worth many errors. (Here Kaji- 

wara added to the pile of B stones on the table making the two groups of 
"error sl roughly equal and said, "At least there is balance on the 

table." 

34: Not the best point. W can be more severe at H16 (188) 

B35: No! B must jump to the center (at 43). W will not be able to cut him 

off. Even if he catches the "tail," B will get too much on the left and 

would win by 500 points. In no case should B try to live on the side. 

B51: B is still thinking of living on the side. 

B53: This forcing play gives W too much influence in the corner and on the 

left with his connection at 54. 

56: W should block at 57 in sente then connect at 59. It's possible he 

could kill B. 

B57: B realizes how serious the situation is and extends. W's shape is not 
so good. The protection at 58 helps, but the major weakness is the poten- 
tial cut at./l. 

160: This geta is unnecessary. It is too solid and overconcentrated. A play 
at E9 (one point below 76) would be better as it protects the cut. 

B61: B is ahead now. 

With everything in mind, the kakari in the lower right (above 70) is the 
biggest point. 

B63: Especially after 61, B could and should cut at 71. The sequences are 
long, but W is probably dead. 

B65: Not good - should be at 68. 


This game is not so good considering the number of bad plays, but no one 
should woory about it - 9-Dans make a lot of bad plays, too, and still 
manage to get to 9-Dan. 
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MY CORNER - EDITORIAL and AUTOBIOGRAPHY 
by Bruce Wilcox, Ann Arbor Go Club 


This double issue completes the catching-up for 1977. 
It also breaks some traditions of past issues. Normally 
Terry Benson is stuck with almost all of the work. He puts 
out a good product, but it's a heavy burden. He is always 
asking for help. In this case Dave Relson and I 
volunteered the Ann Arbor Go Club by saying "We'll help. 
In fact, we will produce the entire issue for you." Well, 
we exaggerated. Terry still had to do some work. But 
starting with this page, the rest of this issue was 
produced in Ann Arbor. Many clubs might not be able to 
write the articles, but typing and diagramming is easy and 
would save Terry much time. Much of this issue is original 
material, instead of translations from Japanese text. Some 
of this will carry into the future, because a new series 
is beginning. Various articles and games are integrated 
into one theme, the first chapter of the new series. As 
you read, contrast this with the usual loose collection of 
games and articles. Whether this happens again is partly 
up to you, the reader. This magazine is for you, and 
should reflect what you want. Because of size limitations, 
there are always going to be trade-offs between a few, 
detailed articles and many brief ones. 


Because I will be writing a series of AGJ articles, 
Terry said I should introduce myself. Here it is: 

I have a somewhat unique approach to playing Go, 
stemming from an unusual reason for learning the game. 
Five years ago I was working as a computer programmer for 
Prof. Walter Reitman at the University of Michigan. He 
asked me if I wanted to participate in a project to 
develop a program to play Go (not just play, but play well 
and to the extent possible, play the way a human seems 
to). I jumped at the opportunity. There was only one 
problem. I didn't know how to play the game. I learned. 
Mostly I did it by reading many back issues of "Go 
Review", and analyzing what others and I did. Although 
there were stronger opponents to play against, they did 
not teach except by demonstration. Playing games is a good 
way to learn, but not the most efficient. If there is one 
thing I advocate strongly for all players it is this: 
After you finish a game against a stronger opponent, ask 
him to replay it for you and show you your errors. Many 
players would rather play a new game, than learn from the 
old one. This is fine, but only if they are not seriously 
trying to become stronger. Better players should volunteer 
their knowledge, suggesting the replay themselves. 

I am now an Ann Arbor 5-dan. Because of my programming 
needs, I have always had to find or create explicit rules 
to cover situations that others would treat uniquely. 
Therefore I approach a position with certain questions in 
mind, and they guide me quickly to my next move. Mostly I 
do little reading, settling for any reasonable line of 
play. The best lines usually have risks which can be 
justified only with intensive tactical checking, and I'm 
quite lazy. Also, I prefer to study strategy, instead of 
tactics, because there are plenty of books on tactics, but 
few on strategy. Only after I run out of new strategic 
information will I spend time studying tactics. Enough 
about me. 


IG-0.0 "INSTANT GO" by Bruce Wilcox ** 


copyright (с) 1977 by Bruce Wilcox 
all rights reserved 
used by the AGA with author's permission 


There is no way to formulate a fixed set of rules for 
playing perfect Go; the game is too profound. Even 
professional players disagree about moves, or make 
mistakes. However, learning only from experience takes 
time, and people get discouraged quickly. It would be nice 
to have rules covering the bulk of correct play. Then we 
would only have to study the exceptional cases. I am 
beginning a series of original articles intending to 
provide those rules. Regretably, the rules I'll provide 
will not be a substitute for intelligent thinking. On the 
other hand, if they were, where would the fun and 
challenge be? What I will provide are guidelines for solid 
play. You will have to judge when to cut corners, but you 
will do so deliberately, knowing the possible 
consequences, instead of doing it inadvertently and having 
your fingers burned. 

In this era of instant coffee and instant credit, 
there is clearly a need for INSTANT GO. One of the 
obstacles to the popularization of Go is the length of the 
game. With over 200 moves per game, it's no wonder people 
get scared off. With the snail's pace of some players, you 
can spend all night on just one game. To me, that's 
ridiculous, and just plain unneccessary. I will show you 
how to make rapid moves and yet still play a creditable 
game. More specifically, this series shows how I play Go. 
I use less than 10 minutes of total clock time in 
tournaments, playing from the start as though I were in 
byo-yomi, i.e., the 30 sec/move limited time given when 
your alloted time runs out. 

In order to play good Go, it is not enough to play 
just your own moves. You must also mentally play your 
opponent's, in order to recognize his errors. Whether or 
not he will suffer for his mistakes will depend upon your 
Skill, but the first task is to know that he did err. I 
will try to train you to "comment" on a game. By that I 
mean that you should be able to explain what was happening 
and why, as well as detecting potential flaws in play. 

This is much easier than having to decide upon the actual 
moves yourself and it is a good first step. 

The articles in this series are often not just 
discussions.of Go theory, but contain design 
specifications for components of a Go playing computer 
program. Many are not yet implemented, but I see no reason 
why they can't be, given enough time. Among the articles 
will be: 

SECTOR FIGHTS: Long range attack CONTACT FIGHTS: Hand-to-hand combat 

and defense ATTACK: Wholesale vs. piecemeal, etc. 
TIMING: When is as important as how RUNNING: A coward lives longer 
SHAPES: The good, the bad & the ugly INVASIONS: How to stay out of the fire 
THE 6-pt OBA: My own "value of a move 


**The ideas reported in this series were developed in the course of an inves- 
tigation of complete knowledge systems and their utilization by intelligent 
computer programs. Support for that underlying work, through NSF Grant MCS77- 
00880 to Prof. Walter Reitman, is gratefully acknowledged. 


IG-1.0 Chapter One: SECTOR FIGHTS 


Webster's definition of strategy: 
"...(as distinguished from tactics), of maneuvering 
torces into the most advantageous position prior to actual 
engagement with the enemy." 


That is the theme of this chapter. All of your plays 
will be made at a distance from your opponent's stones. If 
he wishes to start a tactical fight, he will have to come 
to you, giving you time to set up simple defences. Thus, 
while it never hurts to have the reading abilities of a 
professional Go player, you shouldn't need them for this 
chapter. The emphasis is on strategic perception. 

The main advantage of a strategic viewpoint is that 
results from projected lines of play can be easily 
visualized, allowing you to assess their impact quickly. 
You do not usually even have to know exactly where the 
moves will be placed, only the area. This means you can 
discard bad ideas rapdily, focusing your attention upon 
the reasonable lines of play. By coordinating patterns and 
global perception with simple reading, professionals can 
play quality Go with only seconds per move. Maybe we can 
too. 

We begin by examining positional safety. Everything in 
this chapter deals with weak groups. The results of a game 
almost invariably hinge upon their successful attack and 
defense. By success I don't mean that the group lives or 
dies. Killing is difficult and I assume it will live. The 
question will be "at what cost?". 
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Chapter Problems: 


If you can't solve these now (as I expect), try again after 


the section on sector lines. (Answers at end of issue.) 
#l: Tell why each move of 35 & 40-48 was made, whether 

or not the move was forced, and what criteria were used. 
#2: It is Black's turn. Where should he focus his 

attention and what are his possible plans? (Dan level) 


Chapter Problem 1 Chapter Problem 2 


ее RULE #1 ..... DON'T GET ENCLOSED 


The first strategic principle I teach all beginners is 
just that. I then have to tell them how to recognize 
enclosure and how to prevent it. Having done that, you'd 
think I could go on with other things, but no. Even the 
strong kyu players persist in thinking: "Ok. I can live 
here if he does attack. Let's take the initiative and play 
over there." They haven't learned. Although sometimes 
unavoidable, becoming surrounded is bad. Here is why: 


1. The group might die. Diagrams 1A, 1B, 1С, 1D 
Sometimes death happens 
because of a tactical error. 
How often have you heard "I 
would have won if ..."? One 
must expect to make errors, 
and those which normally 
would only be minor 
setbacks, can have tragic 
consequences if the group is 
enclosed. Diagram 1A shows a 
well-known joseki in which 
Black allows his corner to 
become surrounded in 
exchange for outside moves 
elsewhere. Bl is supposed to 
gain life. If you don't know 
the joseki, 1B shows a 
quick, easy way to die. 

2. Your opponent frequently unites two groups while 
engulfing you. Thus you lose targets you might have 
otherwise profitably attacked. 1C shows Black gaining 
life, but still he has made a mistake. B6 allows White to 
unite his two groups into an unassailable position. White 
gets the initiative (sente), and Black's outside gains are 
negligible. White has played only 1 stone more than Black; 
both have about 7 points of territory; White gets a strong 
wall and Black is isolated. Because Black's group is 
surrounded, it can provide no assistance to other weak 
groups of his, nor can it be used as a base from which to 
extend toward enemy potentials. 

3. Tn order to live, the territory associated with 
the group must be worth two eyes. Frequently this means 
playing additional stones within it to form the eyes, 
lessening your profits. Small enemy endgame plays you 
might have ignored before, become forcing (sente), 
threatening your life space. What began as a large profit 
gets whittled away into a mere handful of points. 1D shows 
the correct joseki. If Black carelessly captures W8 with 
9, Black dies. Played as shown, he barely lives. His 
profits are only 3 points after White plays his sente 
yose. That's a lot of Black stones played for no return. 
This is justifiable if Black intends to attack White's 
enclosing stones, but few Black players do. 

4. Your trapped group becomes a source of large ko 
threats for your opponent. With your group held hostage, 
you must be more careful fighting everywhere eise, lest a 
ko fight demolish you. 


All of this goes quadruple for Black in handicap 
games. With White's tactical abilities, there's no telling 
what mischief he might raise. Game after game Black will 
kill a White group and seem to have the lead. This only 
makes White desperate and he will then attempt to kill 
everything in sight. The number of times White succeeds is 
surprising. BEWARE THE "CORNERED RAT" SYNDROME. When 
you're way ahead, play even more solidly. Don't cut 
corners to gain sente. 


With RULE #1 in mind... 


大 大 大 大 大 大 大 大 大 大 大大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 大 


TG-l.2 WALLS AND THEIR PLANS 


A wall is a line of stones of the same color, which 
serves locally to break the board into separate regions. 
Walls exert "influence" on nearby points. While this 
influence can sometimes be used to make territory either 
immediately or in the future, it is important to know 
this: IF BOTH PLAYERS HAVE WALLS FACING THE SAME REGION, 
THEN THAT REGION IS GENERALLY WORTHLESS TO EITHER PLAYER. 
While it is true that the influence of a wall diminishes 
with distance, even walls on opposite sides of the board 
neutralize each other significantly. 


The following pages show some methods for using 
influence in one area to construct walls to influence 
another area. The plays creating a wall all threaten to 
enclose a weak group, and cooperative opponents will do 
everything they can to avoid becoming hemmed in (not 
always their best strategy). Before building a wall, 
however, you should have a plan which will use that wall 
profitably. White delights in giving Black massive walls 
in exchange for territory---then neutralizing the walls. 
Many a Black player has discovered at the end of the game 
that he has no territory, and is not quite sure what 
happened. Therefore, have a plan! 


The plan will consist of wall-building, and whatever 
additional moves are needed to utilize the wall. Such a 
plan may never bear fruit, but working it out organizes 
your thoughts and moves into a smooth, coherent framework, 
which leads to playing better Go. 


In each of the following diagrams, understand the flow 
of the stones; see how the attacker channels the movement 
of the defender's running plays so that the attacker can, 
in sente, place stones where he really wants them. The 
intent of each wall-building method is to force a weak 
group into running at your command, and WHILE LETTING IT 
LIVE, accomplisn something else. If the opponent ignores 
you, however, you must be prepared to punish that group, 
frequently by killing or enclosing it. 


Schema 1- "SQUEEZE" Schematic 1 


The basic idea behind 
this method is to press an 
enemy group against some of 
your stones and leave only 
one escape route. The 
opponent has little choice 
but to take that route and 
continued squeezing builds a 
wall. Іп Schematic 1, as 
Black plays along 1, White 
runs with 2. Black gets new 
influence, as indicated by 
the small arrows. This 
method frequently begins 
with a "squeeze play", which 
prevents the opponent from 
extending along the side, 
where he could stabilize his group by acquiring territory. 
As the squeeze stone forms a barrier along the edge of the 
board, the opponent can run only toward the center. 


Diagram 1 shows a reasonable Diagram 1 
result from a pushing and 
crawling fight into the center; 
both sides gain temporary 
stability. But suppose White were 
greedy, and instead of playing at 
7, tried to prevent Black from 
gaining eye space with Black 8. 


Diagram 2 shows the result. 
White 1 blocks Black's extension 
and threatens to cut. Black 2 
protects the cut; White 3 
protects White 1 from a hane (the 
blocking move at A). Black nas 
prevented the cut and has sente. 
He now launches a punishing assault 
with 4 threatening to 
Surround White. Since White is 
weak, he tries to escape. With 
the sequence through White 9 
Black builds a long, thin weil. 
With 10-12 Black secures life in 
the corner and White gets 
precarious life with 15. At this 
Stage, for Black to thicken his 
wall into an imposing barrier 
with 16 is sufficient. 


Here was an ideal situation 
in which to build a mountain out 
of a moiehill. Using his small SW 
corner as a continual source cf 
threats, Black gets a magnificent 
wall facing the entire rest of the board. 


® 


Schema 2- "FLYING V" 

The "flying v" operation 
begins with an isolated 
capping play, i.e., a play 
in the middle of the obvious 
single escape route that 
splits it into two narrower 
escape routes. Schematic 2 
gives the general idea. 
Notice that the wall created 
is laid out directly in 
front of the natural escape 
route of the weak group. тп 
favorable circumstances one 
can use the "v" to 
completely smother a group. 
Although killing is not the 
normal intent of 


Schematic 2 


wall-building, if the opportunity presents itself I don't 


expect you to turn it down. 
In Diagram 3 Black begins 
his attack with 1, the 
classic capping play. Since 
White doesn't want to become 
enclosed, he begins running 


ram 3 
| | 
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out toward the open areas, 
with Black in hot pursuit. 
In this example White will 
crash into the sides of the 
board and never escape. He 


may live, however, because the corners are open. 
Diagram 4 


Contrast the Diagram 3 
result with that of Diagram 
4. In Diagram 4 Black uses 
the "squeeze" schema and the 
attack fizzles quickly. The 
wall created is trivial 
compared to that in Diagram 
3. The "flying v" attack is 
best used with friendly 
walls perpendicular to the 
open running direction (as shown in Diagram 3). 


Schema 3- "SACRIFICE" 

The previous schemas assumed the existence of one or 
more strong supporting positions for the attacker to use 
in creating a new wall. With this schema you strengthen 
supporting positions instead--at the cost of the initial 
attacking play. Ада1п “ме use an isolated capping play, Bl, 
only this time we abandon it (Schematic 3 - next page.) 

Diagram 5 is a familiar 9-stone handicap opening, with 
White beginning this schema by capping at Wl. 
Inexperienced Black players tend to think that their 
capped stone is under assault, and panic. White welcomes 
this belief and Black's accompanying fear. In theory, 
however, White's play is only a sacrifice to strengthen 
White's own weak groups. This diagram shows two separate 


escape and wall-building operations, one on each side of 


the cap. 
(Black in this example) 


Be warned that it is a mistake for the defender 
to run out both sides. 


The purpose 


of running is to escape, and having escaped once already, 


to do so again is redundant. 


Schematic 3 


Lt 


Schema 4- "DIVIDE & CONQUER" 
The previous schemas need 
only one weak enemy group to 
work with. This schema needs 
two. The flow of the attack 
forces one group to run 
toward the second. Just 
before they unite, the 
attacker drives a wall 
between them. This 
last-minute wedge has 
tremendous impact on the 
second group. After the 
first group escapes, the 
attacker either kills or 
encloses the second group 
(Schematic 4). If you intend 
to run in the wedge 
direction anyway, this is a 
good flow. Force your 
opponent to create a narrow 
gap, then run with the wedge. 


Diagram 5 


Schematic 4 
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Diagram 6 is a clear example 


Diagram 6 


of "divide & conquer". 


begins with 1, 


trying to 


Black 


push White's single stone 


toward W's 3-stone unit. 


After White gets close 


enough with 4, Black drives 


8 
® 


stones 5, 7 & 9 between 


White's two groups. When the 
first group finally escapes 
with 10, 


Black encloses the second one with 11. 
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HiGE 3 DAN vs。 DAN 
I was Black in this game 


from the 1977 Eastern 


GAME 


Game Record 1 


(1-18) 


Honinbo Championships. From 


the beginning, my intention 
was to avoid fighting under 


White's control. I wanted to 


draw him into my arena 


instead. Thus after 


W2-W4-W6, I was reluctant to 


play a kakari against W4 in 
any near future. I felt 


safer concentrating my 


energy upon the west half of 


the board. After the opening 
through 18, I had a wall of 
Stones (11-13-17). W12 


prevented me from directly 


using it to make territory. 
Since W12 was weak, I 
immediately thought of using 
my wall to attack this stone. 
I automatically rejected 
a capping play above W12, 
because this would provoke 


Game Record 2 


(19-28) 


White into extending along 


the edge, gaining territory. 


What would I do with my 


resulting center-facing 


wall? White's east stones 


are safe, neutralizing it. 


Instead, I squeezed with 


B19 from the direction of my 


SW corner, making a 


profitable extension. After 


Several preliminary moves, 


W28 ran out as expected. 


White had strengthened his 


weak group while I had 


Secured my wall and extended 
one side of my shimari. I 
now had sente. 

I was interested in making 
territory around my SW shimari 
and I noticed that I could 
continue to squeeze White with A. 
But this was not absolutely 
forcing. White might have 
followed Diagram 7, extending 
from his west group toward my SW 
corner. The territory he would 
gain would stabilize his 
position. More importantly, he 


would neutralize the wall I ome 


have just extended. I could 
accept that if my follow-up 
attack on his south group were 
significant, but it wasn't. 


Diagram 7 
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Since I wanted SW territory, I decided to squeeze 
White's west position, setting up a double-wing from my 
shimari. This meant I could later play A without fear of 
having it neutralized. 

This is an example of a good principle: Puta 
profitable move before a forcing one. If the opponent 
doesn't play as you expect, you want to be able to abandon 
previous plans rapidly, with profit already in hand. The 
forcing quality of a move is hard to judge, and is a 
likely place for errors of judgement. 


To make my Squeeze play Game Record 3 (29-34) 
more effective, I played B29 
to prevent White from 
sliding into my upper corner 
and gaining a stable shape. 
B29 combines profit with 
forcing, making it ideal. 
The exchange of 29 for 30 
helps protect my corner and 
overconcentrates White. 
White cannot ignore this 
move because Black at 30 
would be too much to bear. 
After W30 protected, I 
squeezed with 31. I was 
planning on a vast SW 
quadrant, intending to use 
the "squeeze" schema on 
White's two weak groups to 
build the walls needed. 


Having those two targets, I expected a pleasant 
future, and White heightened my anticipation by playing 
away from both of them and taking the oba (big point) at 
32. Не should play at B instead. This would strengthen one 
weak group, aim to pressure B3l, and lend a weak, but 
helping, hand toward his other weak group. Having located 
what I thought was an error by my opponent, I had to think 
of ways to punish him. The first move that came to mind 
was the shape attack at B, but I rejected it because it 
implied using "sacrifice" or "flying v" schemas, neither 
of which seemed useful. The next idea was to play C, 
reinforcing my SW area using the "squeeze". This might 
have been good, but I didn't want to worry about White 
invading the north. In situations where no clear line of 
play suggests itself, the best thing to do is "wait & 
See". Perhaps later something interesting will develop. 
Even if White were to make a protecting move before I got 
around to attacking, the mere loss of sente at a critical 
moment would be painful to him. To summarize, White's 
position has become thin, and while nothing is in 
immediate trouble, somehow I should be able to exploit 
this in the future. 


My response at 33 did triple-duty. It helped block a 
White invasion into my northern position, completed my 
corner shape, and lengthened the wall above White's weak 
west group. Feeling pressured, White attached with 34, 
attempting to gain quick stability. 


(35-58) 


I responded to W34 with the Game Record 4 
strongest possible 
resistance I could offer, 
and provoked a wild clash of 
wills. When the furor 
subsided, an exchange had 
taken place. I had lost my 
WSW territory, but had 
created a large wall with 
some defects, and White's 
two"O"stones were looking 
pitiful. И54&56 probed my 
intentions in the NW corner, 
and when I gave him nothing 
to work with, he ran out at 
58. 


Black has sente and weak 
enemy groups to toy with. 
What should he do now, using 
wall-building schemas ("squeeze", 
"divide & conquer")? 


"flying v", "saerifice", 


Anyone approaching this position would probably notice 
White's WNW group immediately and attack it. Since there 
is no eyespace to steal, one can only attack from the 
outside; starting a wall attack is inevitable. The 
importance of the schemas is thàt they establish a 
framework for playing a consistent series of moves to 
accomplish a particular goal. An aimless attack is as 
likely to end up useless as not. Weak groups are valuable 
resources for controlling the game. Don't waste them! 


Let me illustrate the use of:the wall schemas to 
examine hypothetical positions resulting from Game Record 
4. There were several opportunities in this game when I 
could have, and occasionally did, use wall plans. However 
I chose this position to discusS8’in detail because it is 
an ideal situation. The relevant features are: 

1. White's WNW group is so weak, it is clear that 
if White ignores an attack, the group will die. 

2. By running out with 58, White has already 
declared his intention to save the group. Thus we need not 
worry greatly about whether or not White could afford to 
abandon it. 

3. Black has many strong stones nearby, providing a 
bewildering wealth of possiblities. White's weak south 
group gives Black still more resources. 


I will only show and evaluate wall plans for an attack 
upon White's WNW group. His weak south group is strong 
enough that he might beable to ignore an attack against 
it. The choice of targets thus becomes automatic. 

Given this target and a wall-building schema, plans 
can be quickly constructed and é#aluated. Detailed reading 
is unneccessary at this stage. Їп evaluating a completed 
Schema, we want to compare the costs incurred in creating 
the wall, with the possible utility of it. Such costs 
might be changes in the stablility of friendly groups, 
loss of control over empty areas, etc. 


We can use a wall to: 

l. Take territory. 

2. Form a moyo (large prospective territory) - The 
purpose of a moyo is to draw your opponent into it, where 
you can take control of the game by attacking him. 

3. Neutralize enemy walls or potentials. 

4. Support an attack or invasion. 

Only after we find a likely plan, will detailed 
calculation be required. 


Because there are two weak Plan 1 
White groups on the board, the 
first schema that should come to 
mind is "divide & conquer", In 
Plan 1, Bl caps White, trying to 
drive White toward his southern 
group. White runs with 2; Black 
pushes on the outside from the 
capping play with 3. Just before 
White unites his two groups, 
Black drives a new wall of stones 
between the two groups with 5, 
forcing White to run out along 6. 
When White's WNW group finally 
gets out, Black returns to 
enclose the south group with 7. 
This plan might work, but aiming to kill is risky. If you 
fail, you may not have any profit to show for it. This 
plan would be better if there weren't so much weakness 
around ВА. Merely enclosing White isn't worth the complete 
destruction of Black's SW central potentials. 


Plan 2 Plan 3 


Using the "squeeze" from below, we get Plan 2. As 
Black pushes along 1, White runs along 2. Black then 
returns to 3, and secures territory. This plan is flawed; 
when White approaches Ba, Black will need to take time 
out to defend it. There is also a substantial gap between 
Black lines 1 and 3, leaving the new territory insecure. 

Using the "squeeze" from above gives us Plan 3. Here 
we destroy our SW central territorial possibilities, unite 
White's two weak groups, and still haven't completely 
Secured our northern territory. This is an entirely rotten 
plan. 


Compounding the worst 


features of rotten Plan 3, we can 
use the "flying v" to get a 
center wall facing no-man's-land 
(Plan 4). 

If we could somehow push 
White closer in to our west wall, 
we could try to smother White by 
linking our capping move to the 
Black stones marked 4. We would, 
however, run into a problem with 
White's three stones embedded in 
our west wall and it would 
probably be necessary to make a 
move to prevent them from 
escaping. This would give White's 
main group time to escape, which defeats our goal of 
smothering him. 


The "sacrifice" (Plan 5) Plan 5 
has us securing the northern area 
above 3, and part of the SW 
central area below 5 (also we 
blunt the thorn of White's stones 
in our wall). We follow up with 


fet 


7, and our SW central territory i Q 

is almost completely sealed. This IN 
lan is the safest and most DE 

P B CM 


likely to succeed. |] 


Having zipped through five 
plans, and finding one I liked, I 2 : Ф 
was ready to proceed іп the real -e- 
game. Or was I? 


à 
e 
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The plan only covers what happens if White cooperates. 
Before acting on my new plan, I must consider possible 
White counter-plans. 


Since one goal of my plan was Counter-Plan 1 
to secure the SW central 
territory, I assume White ignores 
my attack, and instead nullifies 
my territorial ambitions. In 
Counter-Pian 1, White ignores the 
cap, and plays above A . This 
ruins the territory I wanted and О 
stablilizes his south group 
further. To be consistent with 1, | 0 

О 


= 


i would have to complete the | HO 
^T 
ji 


attack upon White's WNW “group. = 
White should allow it to die, and 
secure his own territory by 
playing at 4. Since my northern | 
territory will not be completely 

sealed, this line of play seems bad for me. 

I dealt with the matter by reordering the components 
of the sacrifice plan. B59 is immediately profitable. In 
the counter-plan I started with the cap, thinking it to be 
forcing. By allowing his group to die, White could negate 
the forcing effect and ruin me. 


ө ө 


With instant profit from B59, Game Record 5 (59-78) 
I needn't worry about 

White's future options. The 
attack on White's WNW group 
can wait, and once 59 is 
played, that attack becomes 
even more promising. With 63 
I resumed the main plan. 
After 76, I could see no 
useful wall plans, so I 
invaded White's eastern 

area. 


White now has control of 
the game, but he is in deep 
trouble; having a weak group 
to look after and being 
behind in territory. Since 
the game is almost played 
out on the rest of the board, once B77 gets life, there 
will be nothing for new walls to influence. The game will 
enter the yose stage, and White will have lost. White's 
only hopes are a gambling plan or an act of god. He should 
have used "divide & conquer" to push B77 down toward the 
Black SE group, driven an east-west wedge at the last 
minute, and then turned on Black's SE group, hoping to 
kill it. This weak group was the only resource White had 
throughout the entire game, and White never did anything 
with it. Instead he attacked 77 from the wrong direction 
by squeezing at 78. The game ended with Black the winner 
by a substantial margin. My opening plan of drwaing my 
opponent into fighting under my direction had worked out 
completely, a rare event. 


This game is a near perfect demonstration of the 
effectiveness of the wall schemas. Using them, I was able 
to coordinate whole sections of the game under one simple, 
unifying theme, and with complete control. Lest you think 
that walls will magically win the game for you, I must 
point out that my game was not perfect. The turning point 
came when White ran out to save his WNW group with W58. 
Instead he should have abandoned that group and played in 
the SSW central area (Counter-Plan 1). Since that would 
have laid waste to my fine wall, I would not have come out 
of the wild west side exchange very well. However, White 
fell into a trap when he tried to save his group and I 
took control of the game and drove it toward a favorable 
conclusion. KKK KKK KK KEE 


An Ancient Anecdote entitled: "Well-Mannered Players" from those to be 
found in The Game of Wei-ch-i by Count Percorini and Tong Shu, 1929 
Sent in by Anton Ninno, President of the Syracuse Univ. Go Club 


"The Chinese regard Wei-ch'i (Go) as a noble game, superior to all others, 
“including Chess; and players of Wei-ch'i are proverbial for their seri- 
ous behavior and perfect deportment. 

Two chess players, on the ground floor, had a quarrel over the move of 
acastle; and shouted so much that afterwards, ashamed of their beha- 
vior, they said, "Our friends who are playing Wei-ch'i on the floor 
above give no sign of life, being intent on their game and well-manner- 
ed." Going upstairs to look, they found the two Wei-ch'i players set- 
tling a dispute about a Ko by silently strangling each other." 


® 
TAKAGAWA FILM NOW AVAILABLE 


The introductory Go film produced by the Japanese Foreign Ministry is 
now available to AGA Chapters on video cassette. Rental for one month 
is $7.50 including shipping to you within the U.S. and Canada.Addi- 
tional months are $5. Purchase of the cassette is $40. Send requests 
to Terry Benson/ 780 Riverside Drive/ Apt. 8G/ New York, N.Y. 10032. 
Make checks payable to the American Go Association. 16mm film copies 
are available from most Japanese embassies and consulates. As of 
this moment, super 8 and 8mm copies are not available. If there is 
sufficient interest it is possible that the AGA may be able to arrange 
to make copies in that format. Notify Terry Benson if that is what you 
need or want. 


OFFICIAL AGA T-SHIRTS 


Official AGA t-shirts of two 
types are now available from 
the Ann Arbor Go Club. 

One features the AGA logo on 

the front and, on 

the back, a board 

with the first i | г 

100 stones of 1 コ of кыл 

the 1933 Kitani- ^ m es | | A QD | 

Назедама дате | | | | | | | 

that initiated the ' 

modern fuseki revolution. (See ~; 

the Абд, Vol. 9, No. 2, p.11, i 
Fig. 5.) The colors are blue, : 
yellow, and green; sizes:sm., 7 
med.,1g., and (except blue) 
ex-lg. Price: $5. 

Or one may order a "geta" t- ーー に 
shirt with the charming de- 
sign pictured here:7It speaks 
for itself; even non-go players find it "cute". Colors: gold ( med. & 19.), 
green (med. & 1g.), and blue (sm., med., & 1g.). Price: $4.50 

Both can be ordered by mail from the Ann Arbor Go Club/ c/o Dave Relson/ 
432 Fifth St./ Ann Arbor, Mich. 48103. Proceeds go to the AGA. Please spe- 
cify alternate choices, add 754 postage and handling per shirt, and make 
checks payable to David Relson. 
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IG-1.4 PREVENTATIVE DEFENCE - SECTOR LINES 


As I have just demonstrated, anytime you have a weak 
group, you have potential trouble. The weaker the group, 
the more serious the trouble. There is no problem if, when 
your opponent attacks, you can spend one or two moves and 
make the group safe. What you can't afford is to be on the 
defensive for the next 5 to 45 moves. I call this an 
"exponential explosion". Skipping one defensive move 
causes some loss; skipping two moves causes a large loss; 
skipping three moves generally causes death. For badly 
timed moves played elsewhere, you allow your opponent many 
local moves at great expense to you--a bad trade. This is 
the reason for the proverb "Put an urgent move before a 
big one". 

Sector lines (defined below) provide an early warning 
system for explosion troubles. If you are outside of enemy 
sector lines, any attack of his will usually fizzle 
quickly. If you are within, however, you are likely to be 
in serious danger. 

Remember instances of sente attacks that created 
tremendous walls earlier in this chapter? In each case the 
attacker had a weak enemy group caught inside of his 
sector lines. Now you are the defender. What should you do 
to protect yourself from being "bombed" by a wall attack? 

First, see if any of your groups are weak. If one is 
and if it is within dangerous sector lines, then don't 
play elsewhere. Here's what to do: 

1。 Run. Don't let yourself become surrounded. 
Running is not usually very profitable, and is only a 
Short term solution. Eventually you will still need two 
eyes. Therefore running is usually combined with "shape" 
plays to form eyes as you run. 

2. Make life immediately. This assumes your group 
already has territory to work with. 

3. Remove the incentive for your opponent to attack 
you. One method is to play to neutralize the wall he would 
build. 

4. Die. Many players try to save every small string 
of stones while destroying their overall position. In 
abandoning stones, be quick about it. Once you've added a 
few more, it becomes much harder to sacrifice them all. 


Anywhere on the board, two stones of the same color or 
a stone and an edge point can be thought of as the ends of 
an imaginary line. If there are no intervening 
obstructions such as stones or linkages, then it is 
possible to play so as to join the two ends into a 
continuous wall. The points of this wall are what I call a 
sector line. While linkages are actual barriers, sector 
lines are potential ones. Both divide the board into 
regions, a property we shall exploit in our understanding 
of the game of Go. 

There are many sector lines for both sides at any 
point in the game. The important lines are those that 
delineate regions with unique contents. For this chapter, 
hostile lines closest to a group are the most significant 
ones. They will be used to assess a group's 
maneuverability, which in turn is a part of its stability. 


IG-1.5 PROFESSIONAL vs. AMATEUR GAME 


This is a game between David Game Record 1 (1-19) 
Relson, the 1977 Eastern Kyu 
Champion, and Kano, a 9-dan 
professional. It was part of WE EB] 
a simultaneous exhibition at 
the 1977 European Go 
Congress. It is customary to Ф 
use a lower handicap than 
usual, to compensate the | c 9 
professional for the loss of PA 4 Фе: 
concentration suffered; the | | 
game should be fair. Dave 
has had sector training and 
his speedy game reflects 
this. (I try to teach Ann 
Arbor players to play 
rapidly, and for Dave and me 
to complete a game in 15-20 
minutes is not unusual. Watch 
how!) All of the following commentary is mine, but I 
intend to comment only upon sector lines and strategic 
focus. I will try to ignore faulty tactical choices. 


Вб: reacts to the White 155 line, Diagram 1 
which is currently containing 
Black's SW corner. In addition 
to crossing the line for 
safety, Black's move also 
tightens his attacking lines 
against Wl. Carrying the 
analysis even farther, Black 
sets up the 426 line, 
outflanking White's southern 
group. Lines spanning more 
than a quadrant are usually 
too long to provide immediate 
danger, so this new line 
doesn't worry White, but it 
does foreshadow the 
possibility of Diagram 1. While threatening White's , 
group, Black can build a center wall along the BA sector line. 

W7s9: Scrambles for security, Black blocking easy life. 
Black's BA っ 6 sector line provides intense pressure for 
two reasons. Being so close, it cuts White's 
maneuverability greatly. Because it is short, White 
must act quickly or Black will seal it. White had to 
choose between getting eye space, as he did, or running 
out toward the sector line. White opts for eyes, 
because running gets him no profit and doesn't hurt 
Black. W7 provokes Black into securing his corner. W9 
for B10 assists Black's NW position. 

Bl0: Could be shifted one point to the right to make a 
Standard invasion-proof WNW formation. 

Bl4: Much like B2. Even though White has not closely 
approached the NE corner, Black's response is simple 
and has the same sector attack/defense implications. 


© 


Bl6: His first peculiar move. The only sector line around 
his east handicap stone is 13-15, which is too long to 
worry about. His SE corner is contained by 3215 and I 
would expect Bl6 to be at 18. It might also have been 
played at A, preventing the ENE area from invasion and 
allowing Black a possible connection underneath W15. As 
played, however, Bl6 is not too bad. 

W17: White could have run out to 32, crossing the 4516 
line, but this would provoke B18 and White is in more 
trouble than Black. W17 aims to move along the edge in 
either direction and prevents a possible Black 
connection underneath.  Ignoring the threatened 
territory loss, Black follows sector theory with B18. 
He is out. White is in. Even if the move is not the 
best idea, it is simple and 
W19 is forced. 

B20-B26: Brute force, but keeps Game Record 2 (20-43) 
things simple. Black 
strengthens his control 
of the NE. W27 is 
necessary for life. B28 
blocks White and 
strengthens the corner. 

W29: Good timing. Ever since 
B18, the threat of a 
Black invasion into 
White's southern position 
has been lingering, but 
White could have dealt 
with it by sidestepping 
into the SE corner. Now 
that the corner is harder 
to enter, some invasion 
defense is becoming 
necessary and this is sente. W29 is the vital point of 
Black's 3-stone SE shape, threatening to play at 30. 

B32: Ignores the corner, which is not large anymore, and 
encloses White. This shuts off White influence and 
forces him to complete life while Black unites his 
groups. 

B38: Similar to B32, but mistaken. 39 would have been 
better, securing profit and a stable base for his 
group. White would have to run out, and Black could 
later torture White using wall schemas. B38 is only a 
one-move wall effector, and the wall is built facing 
White's stable southern group, which neutralizes the 
wall. Put profit attacks before nebulous forcing ones. 
Despite this, B38 is not bad. It is simple and cuts off 
yet another White access into the center. 

B40: The first real mistake, a gote move of no impact. 
Black at A is better, making profit and threatening to 
invade again. If White defends, Black has sente and can 
go elsewhere. In the real game White gets sente and 
plays W43, trying to get a response at B. If Black had 
responded there, White would then have kept Black's 
base small, and blocked A in sente. (W43 would be 
abandoned after Black responds.) 


But tactically... 
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B38&40 could have been a successful 


B44: 


W45: 


Diagram 3 


Diagram 2 


pair. After B42 White's group 
can be profitably attacked. 
There are many ways for both 
sides to make errors, but 
Diagram 2 shows a simple line 
which gains some sente profit. 
W6 is essential and the key 

for Black is not to protect, 

but to sacrifice two corner 
stones. Trying to kill White 
completely would involve 

complex tactics and might not 

be possible. Why bother? White 
assumes Black will miss this, 

as Black does, so earlier 
comments about B38&40 apply. Black should play 40 only 
if he thinks White will live in gote. 

Excellent shift of focus, recovering some of his B40 
mistake. This was a difficult moment in the game and he 
chose well because: 

1). W43 does not immediately threaten Black, 
Black's response would be small scale. 

2). Since Black has strengthened the west 
handicap outpost, White's only access into Black's NW 
position is a corner invasion. Since Black got there 
first, he secures 30 untouchable points. 

3). With the corner closed, an invasion into 
White's northern position would be devastating (see 
Diagram 3). With hostile sector lines everywhere and 
two weak groups, White can only run and hope his groups 
live. Certainly White can form no territory there, and 
Black will have control for a long time. Here, even 
long lines count, because after White crosses the first 
line, Black will still have time to work on sealing yet 
other lines. Situations with many backup lines like 
this are especially hazardous. Merely crossing one line 
only gets the weak group closer to another line, 
instead of out to safety. 

Sets up the WA >45 line to deter the invasion, while 
Compare this with Diagram 4. 


and 


reducing Black influence. 


Diagram 4 


O 


е. | 


Xo 


Record 3 


(44-70) 


B46: Bad. With the NE corner 
still open, his move does 
not yet take territory. 
W47 is predictable, and 
this exchange damages 
Black's central 
influence. Securing his 


NE corner is better. If 
White then plays 47, 
Black has profit and 
wouldn't play at 46. If 


White 


fails to respond, 


Black should invade the 
north side. 

B48-51: Black's corner is 
still open and W51 


undercuts his boundary, 
so the sequence 
meaninglessly strengthens 
White. 

B52: Off the mark. NE corner! Otherwise his most recent 
moves are wasted. B52 is a nice point, but premature. 

W53... Bye-bye corner. 

B60: Bad attack. Most of 
Black's tactical operations in 
this game are mistakes, and 
this is no exception. Good 
tactics are always a problem 
for the weaker player. Diagram 
5 is more interesting. 

B70: Trouble! Black is trying to 
apply a particular piece of 
sector theory concerning keshi 
(a light, reducing move). Note 
that Black stays outside of 
White's 45-69 line. This makes 
it a keshi. One line can make 
a world of difference in Go. 
Playing inside the line at A 
would be an invasion, leading 
to a fight. Black would be 
under intense sector pressure and 
White would have a perfect Game Record 4 
opportunity to begin wall 
operations. White might 
even play at 70 to 
directly capture Black. 

By playing outside of the 
line, Black induces White 
to secure his territory, 
since the line can Sti11 
be sealed. Because the 
keshi stone is hard to 
attack, Black would 
retain sente. In this 
situation Black's idea is 
a mistake. Creating a new 
group in the middle of 
the game is frequently 
dangerous. Since there 


Diagram 5 


(7 
г! 


ga 
Y 
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(71-90) 


are two, long, north-south sector 


move, Black would seem to be safe enough. 


lines enclosing his 


However, this 


board contains a booby trap just waiting for Black, as 


we will see. 


pivot point at B. In addition 


Black should have played the influence | 


to connecting to safety, 


| 
this would allow Black to try a smaller version of 


Diagram 5. 

W73: 
wall attacks of the "squeeze" 
reflex by now. 

B84: 
maintaining sente. Excellent. 

B86-88: Good area of play, weird 
in gote (loss of initiative). 

W89: Keeps the pressure on Black 
One version of the booby trap 
is shown in Diagram 6. Black 
has a line of stones subject 
to being threatened, which 
helps White seal one side of 
the center. 

B90: A move to help strengthen 
his connections. 
be certain this is sente, 
because if White ignores him 
to attack on the outside, 
things might get hot. Taking 
Diagram 6 into account, maybe 
he should have run first. 

B92-93: Secures some territory 
while threatening to 
break thru to his center 
group. This indirectly 


He had better: 


Outflanks Black, beginning a series of low-pressure 
Schema. 


B74 should be a 


Indirect center assistance and a local keshi, 


order of moves, resulting 


: Diagram 6 


| 


Game Record 5 (91-1 


restrains White's attack 


on- it. 


B94: At last. I was afraid 


Black would somehow end 


up not getting out in 
time. But he is running 


straight toward White's 
south group. Instead, he 


should play kosumi at A 


and try to reach his own 
stones. When you play a 


e 
e 


move, combine it with as 


Or’) 


e 


many things as possible. 
B94 creates but one 
linkage. The kosumi would 
also link to the west. 
Tactics: 
weak and strong. 


Cer ы 


A general rule for running is to alternate 
After 74/ikken 


(weak), A/kosumi would 


have been strong, and B90, with its potential risks, 


would have been unneccessary. 
W95: A continuing attack. White 


has not killed Black 


throughout all of this, but that does not mean White 


has accomplished nothing. 


have been destroyed at little cost to White. 


Black's center potentials 


White 


built a wall to neutralize Black's walls. 


Let's examine the situation 
at move 100. Game Record 5 
shows points claimed for 


Game Record 6 


(101-168) 


each side, ignoring expected 


yose plays. Including 


captives, Black has 69 


points, White has 60. 


Black's territories are 


quite secure, while White's 


center and lower ones have 

weak boundaries. Black could 
win easily, but for his weak 
center group. With B100, Black 


patches a weakness 
leaving his center 
exposed. Maybe he 
protect his center 
White capture the 


in gote; 
group 
should 
and let 
stones. 


Compared to what happened, 
it would have been cheaper. 
Black will struggle for the next 30 moves to get life. He 
will survive, but at the cost of W131-141. If Black wishes 
to survey the extent of the tactical risk he took with his 
center group, he should think about what might have 
happened if W127 had been played at B128. 

Black is on a tightrope for the rest of the game, but 
manages to walk it successfully. Kano resigns after 168, 
estimating a 10 point loss. 


Black's game was simple. With rare but painful 
exceptions, he avoided lengthy tactical situations and 
gave White no chance for mischief. Black's use of sector 
lines was what kept him going. Staying out of White's 
reach, and keeping him pressured were the keys to victory. 
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Happy Holiday Season 
to go players everwhere 


from the 


American GO Association 


The poem below has been handed down from the distant 
past of the New York Go movement and is reprinted here for 
your holiday enjoyment. 


'TWAS THE MOVE BEFORE YOSE 


"Twas the move before yose, and all cross the ban 
Not a white stone was living, not even a one 
The White stones were strung cross the board with care 
In hopes that St. Dosaku soon would be there; 
The Black stones were nestled all snug in their beds 
While visions of territories danced in their heads; 
When from the left corner there arose such a clatter 
The kibitzers sprang to see what was the matter. 
A ko had developed--a ko that would kill! 
By atari, atari, atari and fill! 
The light on the crest of the new-fallen group 
Gave a glimmer of hope to the beleaguered White troop 
When what to my wondering eyes should appear 
But a monkey jump that Black had to fear 
With a thrust inside so lively and quick 
I knew in a moment there must be some trick. 
More rapid than eagles the coursers they flew 
And began the eyeless Black army to pursue. 
Now a pitch! now an atari! now a boshi! 
A watari! And a grand guru mawashi! 
To the top of the board! against a White wall! 
Now dash away! dash away! dash away all! 
As dry leaves that before the wild hurricane fly, 
When they meet with an obstacle, mount to the sky 
So up to the next corner the coursers they flew 
Devouring Black stones on their way through. 
And then, in a twinkling, I heard on the board 
The prancing and pawing of the White horde. 
As I drew in my head, and was turning around, 
Another Black corner came down with a bound. 
I sprang to my tsubo, at the board gave a whistle 
And another Black group flew away like the down on a 
thistle. 
A quick count of the board, with victory assured 
I kindly my opponent reassured: 
"'Twas nip and tuck, but please don't cry - 
Remember just this:  'White stones never die.'" 


IG-1.6 PRO vs. PRO GAME 
HARUYAMA ISAMU vs. HARUYAMA ISAMU 


This game was played late at night when the 
professional goodwill tour was in Ann Arbor back in 1975. 
At the time, another dan player and myself were playing a 
team handicap game against a kyu player, while Haruyama 
was relaxing. However, he became so disgusted watching us 
play, that he swept the stones off the board in the middle 
of our game, and began playing against himself! 


B7-20: This would seem to be a Game Record 1 (1-27) 
case of Black giving a 
large corner to White in 
exchange for a bad wall. 
W16&W2 seem to neutralize 
the wall. However, W2 was 
placed initially for 
influence, not territory. 
The expectation is that 
Black will invade the SW 
corner, and White will 
eventually create an 
outside wall containing 
this invasion.  Black's 
current sequence can be 
viewed as neutralizing 
White's expected wall. 
Thus the south side will 
balance. Black will have 
SW territory and a wall; White will have SE territory 
and a wall. 

W24: This creates sector lines to outflank both B3 and 
B23, leaving White two good continuations. 


B25: Protects the NW corner. There is no profit in playing 


from B23, and even if White attacks, defending it is not 
difficult. White's attack on B23 would build thickness 
facing Black's SE neutralizing wall. If Black protects 
B23 and allows White to attack the NW corner, Black's 
large-scale formation would be fragmented and still B23 
would not be secure. 

W28: Contrast this with Wl in 
Diagram 1. By blocking from the 
South, White pushes Black north | ET | 
against White's weak west ! . Ба ibd | 
Stones, which come under 
attack. At the moment, Black's 
NW wall is weax, and his 
territory above it is easily 
invadable. With both sides 
having stones facing the WNW 
area, neither can do much 
useful there. But White would 
have to place stones in that 
area to gain life, provoking 
Black into thickening his 
corner stones. This would preclude a White invasion into 
the NW corner. 


Diagram 1 


ーーーーー 


(28-47) 


Game Record 2 


Game Record 3 


(48-69) 


B51-67: An alternate joseki is 
shown in Diagram 2. The problem 
1s that Black creates a wall 
facing White's strong west 
stones, making the wall 
valueless. Remember, Black has 
already declared White's stones 
neutralized by the south 
balancing act, so Black can not 
claim credit again for doing 


that. Also BA comes out poorly 
placed. Therefore В51469 go for corner profit 
White out. 

w90: White resigns here. Why? Game Record 


The expected 
continuation is for Black to 
capture W86 while White 


— 


and force 


4 (70- 


90) 


squeezes. Black's group will 


live when he captures W82. 


As stated earlier, the south 


is balanced. White's west 


group is countered by 


Black's east one. Тһе north 


is totally unbalanced in 


favor of Black. He has 


territory and White has a 


weak group. White's only 
hope is to balance Black's 
north territory with one in 


the center. White does have 
more influence there, but 


with Black having access from north and south, and White 


having insecure groups north and east, this must seem 


hopeless to a professional. 
playing. What do I know? 


Personally, 


I would keep 


18 HINTS TO IMPROVE YOUR SUJI 
by Masubuchi 


HINT #13- ROTE MEMORY OF JOSEKI. 


Wl is a joseki, but there is a condition. 
If you forget the condition, you don't know 
the joseki. Memorizing a joseki by rote is 
not recommended. 


"Gotten weaker after learning joseki". This 
saying laughs at the silliness of 

memorizing joseki by rote. The point of 
joseki is not its form, but its intention. 


Diag. 1 - SHICHO CONDITION 


Magari Wl is iR T EP E Ss RT E E RS 
famous as a LO- 
variation of E =e 
a joseki. But -— ال‎ 
for this, ЫЫ ШЕ sas 

there is a shicho condition. |. LT 
In order to Wl to be valid, | 
there has to be а shicho + + 
break at WA. 


Diag. 2 - DANGER 


otto © 
] e 1 
аа ИИИ E 


If WA is out of line, Wl 
leads to danger with 
connection B2. This is a 
rote memory of joseki. White 
is forgetting an important 
shicho condition. 


Since joseki is at a 
foundation of Go and in 
general one learns things 
through imitation, there is 
nothing wrong with learning 
joseki. In fact, one should learn joseki. But it is no 
good to study it as a local phenomenon. This may be too 
much to ask for at the beginning, but it is important to 
try to understand the global implications of each joseki. 


Diag. 3 - DISASTER 


Continuing from Diagram 2, 


if White tries to take the 


Black stones with W3 & 5, 


Black can take the two White 


stones with shicho by pushing 


twice at 8 & 10. If you follow 上 


the shicho, you see that WA is 


out of line to be a shicho 


break. This is a disaster for 


White. The game is over. To 


avoid this total disaster, 
White has to play at a for W3 
and allow Black to take the 
three stones at b. This is 
obviously still a tremendous 


loss. In any case, if you become aware of your mistake 
early enough, you might avert a total disaster but it is 
better not to make a mistake at all. 


Diag. 4 - NONSENSE 


In this situation, imagine 


if Black started to follow the 
joseki by extending to 2 after 


Wl. It continues to W21. This 


is exactly as a book shows. 


This completely ignores the 


fact that Wa is incorrectly 


placed and is utter nonsense. 


Both White and Black are 


victims of rote memory. You 


can't call this a live Go 


game. This is merely laying 


down bricks according to a 


prescribed instruction. It is 
interesting to note that after 


this nonsensical sequence, the game looks better for 


White. 


Diag. 5 - CORRECTION 


A joseki shows a sequence 


of plays locally. But a game 


is always fought on the global 


scale. This is very important. 


One of the hardest things 


about Go is to see the global 


implications of a local fight. 


In our example, since the 


shicho is bad for White, he 


has to play at 1. The joseki 


teaches the sequence to B4. 


You could say that Black has a 


nice form on the right side. 
This cannot be helped under 
the circumstances. If White 


thinks this is unsatisfactory for him ... 


Diag. 6 - RECONSIDERATION 


White has to reconsider 
the kakari Wl. For Wl, hasami 
Bl is one of the 
possibilities. Because WA is 
at a wrong place, the joseki 
variation we saw above is not 
valid and the result of Diag. 
5 is not too good for White. 
You must understand at least 
this much to claim you know 
the joseki. 

Thus at this stage White 
has to discard the tsuke at a 
and choose something else. You 
can't say you didn't expect 


hasami B2. When you play Wl, you have to consider all the 


likely responses to it. 
Diag. 7 - ORIGIN 


Going back further, you 
must examine the reasons for 
W2&4 in this fuseki. There is 
nothing wrong with this fuseki 
so far. But at this stage, you 
must think of ways to utilize 
those mokuhazushi stones in 
the corners. It is too late to 
realize that W2 is poorly 
placed after the shicho 
Starts. You can't choose that 
joseki here. ТЕ you wanted to 
choose that joseki, then you 
shouldn't have played at 2. Of 
course, if W2 were at a 


different place, Black might have countered differently. 


That's how a game should be. 
Diag. 8 - COMPLACENT 


If you expected only this 
joseki, you were complacent. 
Of course, this is entirely 
possible if Black thinks this 
is ok for him. But you can't 
always expect Black to play as 
you would like. Especially in 
a game between equals, ‘one 
player can see what his 
opponent is trying to do and 
tries to outwit his intention. 
Through this kind of give and 
take, one gradually masters a 
variety of joseki. If you keep 
playing same joseki over and 


over again against the same opponent, you are not 


cultivating this opportunity. 


Diag. 9 - THE VARIATION 


Let us review the 
variation. The shicho break at 
WA is necessary. W13 is a 
turning point of this joseki. 
Since the shicho is good for 
White, W13 is valid. It is 
important to learn joseki, but 
don't just memorize it by 8 8 
rote. The worst is to remember - - 
only the final form. The 5 T^ 
reason behind each play in the f] 


sequence is very important. 


Diag. 10 - JOSEKI 


SEIT ТЕЕ 
This is a famous shitatsuke 1-®- 66 
joseki. A variation is to play at a, TEL? COOH 
for W6. Sometimes Bb is preferable to ЕШ ЕЕЕ o 
B7. If you can play these variations - 
in accordance with their proper global —— t 


implications, you know the joseki. But 10 図 
there are more variations. 


Diag. 11 - NADARE 


What are you going to do if White plays 
4 & 6 against tsuke B3? This is the 
beginning of the nadare joseki. Even if you 
complain you don't like this joseki, you 
have to know proper responses if your 
opponent starts it. 


Diag. 12 - UWATSUKE 


Another joseki is to play tsuke W2 at 
the top. One variation after this is shown. 


Diag. 13 - LONG JOSEKI 


Another rather long joseki starts like 
this. 

As you see, a little variation at an 
early stage leads to many branching 
variations, there is not much point in memorizing one or 
two joseki by rote. This might sound too 
discouraging; you don't want to study 
joseki that much. You don't have to. 
Perfectionism doesn't work either. What 1s 
important is your eagerness to try all 
sorts of variations. If you are relaxed 
about it, you might find a right way. If 
you realize you made a mistake t is 
important to reflect upon it se “ously. 


VARIATION 


After tsuke B2 for Wl, White counters with 
hanedashi W3 and 5. If your repetoire of 
joseki is limited, you are at a loss. 


Diag. 1 - EXPECTATION 


If you expected only the 
osae W3 for B2, you are in trouble. Maybe 
the variation above is a good medicine for 
you. By getting lost you might broaden your 
experience and knowledge. That is why it is 1 E 
important to play with many different 
plavers. 


Diag. 2 - HANETSUGI TTTGO1@O@ 
INE Y \6- 
Continuing, hanetsugi Bl & 3 11999 9 0- 
is vital. After W4 & 6, E 
White pulls back to 8. - O 
p^ 
Diag. 3 - CONTINUATION 1 
NO 
B plays kikashi 9 and then 3 m 
jumps to 11. But here we are not concerned with the joseki 
as such. 


Diag. 4 - CAPTURED 


Lo 
eo 
eo 
e 
OO: 
é 
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What are you going to do if White | 
comes after your stones with W12? You i 0 | 
can't save them. But where did WA come | EN Q 
from? That's very mean. This could happen a 
if your knowledge of joseki is by rote. ГГ 


Diag 5. - CARELESS 


If you carelessly go into Bl against 
the takamoku at the corner accompanied by 
WA , you might get into the trouble of 
Diag. 4 by kake W2. 


Diag. 6 - WAITING FOR 


cue If ВЗ tsuke, then White 
ا اا‎ a as | counters with 4 апа 6 
| 
| 


do e LIS © || he was waiting for this. 
T This leads to Diag. 4. 


А 
Diag. 7 - 3-3 Point 


| Then in this situation, 


it is better to enter at 


Т 
6 E 
the 3-3 point. 


br ac ТӨТ ШЕ a (fed T 
Diag. 8 - SATISFACTORY | 
E 
If W2 & 4, then with B3 & 5, Black is 1 
satisfied. ® 
© 
Diag. 9 - SAME 
1 


This is also 
satisfactory for Black. 


Diag. 10 - BAD FOR WHITE 


If Wl, then B3 to 9. の 
This is bad for White + 
9 B because the position of 


W4 is not right. 

As you see, depending on surrounding 
situations, appropriate choice of joseki 
changes. You may not realize this until 
you get away from rote memorization. 


ENTER AT 1 


When W is on this side, 


Osa |) the proper place to 
enter is at l. 


Diag. 1 - GOOD 


If W2 & 4, then B3 & 5 is good. 


+ If attacked by W6, then come 157 
out to B7. Since Black can live 
with hane at a any time, there 1 E 


is no need for him to worry. 
Diag. 2 - VARIATION 
It is possible to settle on the side 


as shown. But this is not entirely 
satisfactory. 


Diag. 3 - SATISFACTORY 


If sototsuke W2, then with B3, 5 to 9, 
Black is satisfied. 


Diag. 4 - UNSATISFACTORY 


If you get into the 3-3 joseki, you 
allow W2, giving a nice width between 
W2 and the stone on the side. This is 
unsatisfactory for Black. 


The proper choice of joseki keeps changing. A 
rote memory is not useful. But you Still have to 
+O learn joseki. Some say you don't have to know 

| joseki, but those who say that probably know 
2 enough already. 


Solutions to "INSTANT GO" Problems: 
Problem Diagram 1 


#1: This game was played 
between Ishida (Black) and 
Lin Kai Ho in the 1971 
Honinbo tournament.  Ishida 
eventually won, but not 
without an incredibly 
difficult struggle. The 
problem given was the 
prelude to a difficult Black 
invasion. 


B35: Black is within White's 
sector line, and while 
escaping he inverts 
things. White falls under 
pressure from BA -35. 

W36&38: Local plays that 
help White get shape when he plays W40. 

W40: Running with shape because of Black's sector line. 

B41: Again Black must run for his own safety. 

W42: Combines shape and running, as well as enclosing 
Black's corner. 

B43: Since Black's center group is outside of close sector 
lines, Black takes sente to play a big point in the 
north. He also indirectly assists his center group. 

W44: Though Black seemed safe from danger, he could still 
be attacked. Because the W46 for B47 exchange is always 
available to White, Black is not outside of severe 
sector pressure after all. White begins a "squeeze" 
attack with 44, forming a wall facing his western 
stones. White will claim a massive moyo in sente. 

B45: Must run. 

W46: Time out from the squeeze. White combines a base for 
his east stones, with a kakari, and an almost 
outflanking 44-46 sector line. 

B47: Local response, accepts the heat on his center. 

W48: Resumes the squeeze attack, forcing Black to respond. 
White has the lead. 


#2: This game was between Fujisawa Hosai 
and Sakata for the 2nd Judan Sen. 


The focus is the center, 
where both have weak groups 
endangered by sector lines. 
A quick wall plan summary 
for Black: 

l. "sacrifice" - 


Inappropriate because Black 


has only one weak position, 
which he could strengthen by 
squeezing from it. 

2. “flying v" - Too 
much open area, White's 


Problem Diagram 2 


natural escape route is along the Black wall, which makes some 
kind of squeeze more reasonable. 


3. “divide 5 conquer" 

- Too hard to kill White's east group. Black would have to 
block the outside and protect his 3 stones in the NE 
corner. Can't do both. 

4. "squeeze" - east to west - Directly protects his 
weak group, but since Black has the potential to connect 
to safety in the south, this wastes much of the wall he 
alreay has. Besides, what will he do with an east-west 
wall? 

5. "squeeze" - south to north - Uses his wall to 
best advantage, creating a new one to help support an 
invasion into the west side. The timing is delicate, 
because if Black forces White to completely enclose the 
weak Black group, Black will have to connect in the south 
in gote and White can then block the invasion. Therefore 
Black must play similar to "divide & conquer", i.e. Drive 
the south White group toward the north and at the last 
minute drive a wedge from his weak group between the two 
White groups. Black will retain sente since his own group 
can escape or watari, and Black can invade. 

Don't worry about choosing the correct move or plan. 
The idea is to understand the possible plans; they provide 
a basis for more detailed examination. 


SOLUTION TO COVER PROBLEM 


ЕЕГ а CORRECT ANSWER: Tsuke. [TITI 

MK NK Dd а Г T T 

е KC ) に 

Rogers ed | Ё e] The place to go is the e ee. Н 

fee e 901 | left side. Wl is | Ф 9-— 
Bhd E correct. 1 a 

Е ї i | Ї T 

Но —- Q Г 

| Tet Ql] Diagram 1 - SABAKI 105 - 
SE Fd «s 

Hg op | If B2 & 4, then with W5 POS | |. 

ЕН | Ot J & 7, White succeeds in " 

| oe: QT! sabaki. Of course, iB 
$e" | | e there is the 

898: Е symmetrical case. TTT TTT 
у | | | јо 

TOR OR DIAGRAM 2 - VARIATION [oOo+ 2944 
сте е 
ТЕ Black comes down to 2, then White plays | : 

at 7 once and then turns to 9. It is hard to O7 

に EEE に move the two White stones, but White [697 : 

M Rer has kake at a. Again there is the [DOO 

"e Ф ] symmetrical case. Nozoki A is wasteful [O99 rar 
© 9 (destroys the possible cut) and gets 9 H T 


1 L points. B, C ..., G get successively Н | [ 


Крф less points. C is too scattered. D&E 2 M 
0-905 are lukewarm. 
2681 ‘on 
a | E Diagram 3 - UNREASONABLE 
T 

pe | Kosumi Wl (or 5) is unreasonable. With 
Q-—- the resistance B2&4&6, White's shape 

2» u ou is too thin against the background of 


て て ト エイト Black's thick walls. 


RATING READOUT: REsuLTS UP TO ‘EMBER 1, 1977 
BELOW IS THE APPROXIMATE CORRELATION BETWEEN THE AGA RATING SYSTEM AND THE TRADI- 
TIONAL DAN/KYU RANKS. ANY AGA MEMBER WHO IS NOT INCLUDED IN THE RATING SYSTEM 15 
ENCOURAGED TO SUBMIT A RATING. ÍT WILL THEN BE ADJUSTED BY HIS PLAY IN AGA sPoN- 
SORED TOURNAMENTS AND MATCHES AGAINST OTHER AGA MEMBERS. THE MOST SUCCESSFUL USE 
OF THE SYSTEM IS AT CLUBS WHICH REPORT ALL GAMES PLAYED. ONLY WITH FREQUENT RATED 
PLAY CAN A RATING BE CONSIDERED RELIABLE. BELOW IS A SUMMARY OF THE BASIC SYSTEM. 


The “small correction" is found by taking a player's old rating and adding to it the result of 
the formula: K(W - XE); where K = 40 for ratings below 5000, 32 for those between 5 and 6999, and 


24 for those 7000 or higher; W = number of wins in a set of results; and ХЕ is found by adding 


the expectancy (probability) 
tancy ina game, compare the two players' 
player taking a handicap. The value o 
tracting the opponent's rating from t 
value under "D" below; the value under "E" 


f an "n stone" handicap is 


of the player's winning each of the games played. To find the expec- 
present ratings after addicg points to the rating of a 
200 times "n" minus 100. Sub- 
he player's rating gives you the rating difference. Find the 
is the expectancy. Add the E's then use K(W - ZE). 


D E D Е D E D E D E D E 
-1000 .00 -500  .09 -200  .30 50 .55 300  .79 700 „97 
-900  .01 -400 .14 -150 .34 100 .61 350 .82 800 .98 
-800 .02 -350  .18 -100 .39 150 .66 400  .86 900  .99 
-700 .03 -300 .21 -50  .45 200  .70 500 .91 1000 1.00 
-600  .06 -250  .25 0 .50 250 .75 600 .94 


The above is an approximation of the continuous function relating D and E. The AGA system also 
has a provision for "large corrections" when the small correction exceeds a threshold value 


NoTE: THE SYSTEM NEEDS ACTIVITY TO WORK EFFECTIVELY. IDEALLY, ALL GAMES PLAYED 


BETWEEN AGA MEMBERS WOULD BE REPORTED. NON-TOURNAMENT, NON-LEAGUE GAMES ARE NOT 


USED FOR LARGE CORRECTIONS, CLUBS SHOULD GIVE THEIR MEMBERS A CHANCE TO IMPROVE 


THEIR RATINGS THROUGH REGULAR CLUB PLAY, TOURNAMENTS, LEAGUES AND CLUB LADDERS. 
1000-1200:30th kyu 2800-3000:21st kyu 4600-4800:12th kyu 6400-6600: 3rd kyu 
1200-1400:29th kyu 3000-3200:20th kyu 4800-5000:11th kyu 6600-6800: 2nd kyu 
1400-1600:28th kyu 3200-3400:19th kyu 5000-5200:10th kyu 6800-7000: 1st kyu 
1600-1800:27th kyu 3400-3600:18th kyu 5200-5400: 9th kyu 7000-7200: 1st dan 
1800-2000:26th kyu 3600-3800:17th kyu 5400-5600: 8th kyu 7200-7400: 2nd dan 
2000-2200:25th kyu 3800-4000:16th kyu 5600-5800: 7th kyu 7400-7600: 3rd dan 
2200-2400:24th kyu 4000-4200:15th kyu 5800-6000: 6th kyu 7600-7800: 4th dan 
2400-2600:23rd kyu 4200-4400:14th kyu 6000-6200: 5th kyu 7800-8000: 5th dan 
2600-2800:22nd kyu 4400-4600:13th kyu 6200-6400: 4th kyu 8000 up : 6thdan 

TAP NAN BERLA TIM 6047 CODDINGTON. STFVEN 
------- BFRNHA3T。 Fe 6477 COHFN。 Le 
RATFD THIS YFAR BERNSTEIN, REN 5053 COHEN. P, Me 
BJERSTFDT。 DFNNTS 52nn CONNELLY« P. 
KANG» SHIN A, 8410 BLATS. Ge JP. 5600 CQNVERSF 。 AARON 
PAENG» YOUNG 8323 BLUMBE2G. Je 6101 CONVERSE, NAN 
MATSUDA. TAKAO 8327 BOGAS» ROY 4500 соок, 208 
MORIOKA. YUJI 829A BRADLEY. MILTON Ne 7100 CORCORAN, JTY 
CHOI» SUNG-IL 8212 BRAUNF5。 LARRY 8112 CORIELL* A. Se 
BRAUNES. MARTE 3899 CPATG。 FDMARD P, TIT 
BRFFD。 Fe 4067 CPANDELL« Re 
BPENHOLTZ« SUSAN 2200 CROCO. Re 
------------ BROADRENTe STFVF 3500 CROWTHER» WM, 
BROCKRANK。 MTKF 5679 CPUTE。 TONY 
ARF. 5, 5999 BROOKE. WAYNE 5407 DANTER 。 APTHUR 
ABRAMSON» AL 5900 BROWN, RARRARA 3864 DAVIDSON. ALAN 1. 
ALIF. METOD 5500 BUCZKO. He ANTHONY 5800 DECOURCELLE ПОМ ^, 
ANDERSON] MICHAFL 5539 BUTTERS» АРТАМ 6929 роскноом, рпакрт 
ANDPELnS。 FD TU? CARLE» DOUG 7000 DOERP, DIFTRICH 
ARTHURS. АОВ 5116 CALLINAN。 MICHAFL C. 1000 DOMARO. QUENTIN 
ASHLEY, LARRY 4071 CARTIER. ЕФАЧСОТ5 5500 DONAR, DAVID Ne 
ASON・ JOHN 694? CASSIDY. MARK 3884 DOWNES. ED 
ARULT, DAVE 6950 CAYNE. H 4147 ОРАМбЕ, ТЕП 
АПР, SHIAN-WET 6905 CERMAK « 5300 DPEISBACH. JFFF 
BAGULY。 MIKE 2080 CHA» HYOTIN 7708 DUROIS. DAVE 
BAI. TAFIL 7921 CHAN» CONRAN 410? DUROIS。 Рл Fe 
BAKER, BOR 5034 CHANG, JOON-SUNG 6276 E^STWOnn. MIKE 
BARTH. ROGFR 5097 CHANG, T. 626? EGUCHI. к. 
BAUER. FD 3480 CHAUNG. HUNG-EPH 6801 ESCHENAACH 
BAZHZI. JOHN 5487 CHEN» AN-NAN 6444 EVANS. HENRY 
BECKs STEVF 5454 CHFN, «FH 4SUN 8027 EVANS, MILTON 
ВЕНРЕ» EVAN 4713 CHING» YAU-CHAII 6887 EXTER, JOHN 
BENNETT. AMOS C. 1100 CHO. SUNG 8282 FATMAN。 NETL. 
BENSON. DAVID 6050 CHO. Y. 6941 FFLOMAM. А, 
RFNSON。 TERENCF б. 6684 CHOT. SUNG-IL 8212 FILPUS. DAVF 
BENTHEM. JIM 6252 CLOUGH。 GFRALD We 5000 FLEMING: PHIL 
вк» CHUCK 6800 COCHRANF« JIM 6647 FLOPY。 MICHAFL 
BERGER. MIKF 4613 COCHRANF 。 SUE 3333 FONG s... 
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Basie: Techniques; OF 160" Bee eee D ORGS oe ан ETE $4.95 


GOP ROM Буе unes. а uU Oa И СЪ LE NM 3.50 
гакадацај s. How tone) ay. GOS 35.5. а ОРИ 7.95 
The Middle Game of Go (hard соуег).................. 7.25 
Stea своте CONCEDES: OF Got A ега 4.95 
The 1971 Honinbo Tournament (hard cover)............ 8.95 
SORBATE CUOSEK Uys А S LO RERBA AT OR tne IE 5.26 


SHOGI and МАН JONG sets and Othello games 
Write or call for information 


GO SET - Folding Board with Stones, small size ... $14.99 
GO Board with Stones, standard size ............... 69.99 
difti ek 80f Board; s ONIYI toca wate Ch Rer Ld ии 99.95 


MAIL ORDER: For books, add $.50 postage and handling. 
For other items add $1.50. Please add sales tax as 
required. 


Takashimaya, Inc. 


B 


09 FIFTH AVENUE, NEW YORK, N.Y. 10017 J" 401 OLD COUNTRY RD., CARLE PLACE, N.Y. 11514 
(212) 682-1900 (516) 997-4900 


